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Learning the Advanced Game 

By now you should have played a few games using the rules on 
the playmat. All the rules you need to play with the cards in the 
Neopets™ trading card game (TCG) Starter Set are there on the 
playmat. This rulebook contains the rules on the playmat plus the 
extra rules you’ll need to play with the cards you find in Neopets t - 
Booster Packs. It will be a lot easier to learn the game by playing 
with the rules on the playmat first. 

In these advanced rules., you’ll learn about new types of cards 
like Experienced Neopets, Heroes, and Villains. You’ll also learn 
some new things about the cards you’ve already seen in the basic 
game. And best of all, you’ll learn how to build your very own 
Neopets TCG deck! 

object: Have your Neopets win contests in strength, agility, 
magic, and intelligence. When you win a contest, you can put an 
Item or Equipment card in your bank. Put 21 points of Items and 
Equipment in your bank and you win! 


Setup: Each of you shuffles your Basic Neopets and puts them 
face down in front of you. This is your Neopet stack. Then shuffle 
your deck of other cards and put it face down next to your 
Neopet stack. This is your deck. Draw 4 cards from your deck 
to start. To decide who goes first, roll the die; highest number 
goes first. A 

Arenas 
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On Your turn 

1. Draw a card to start your turn. 

Important! The person who plays first doesn’t draw a 
card on his or her first turn. This is a rule that wasn’t 
explained on the playmat. 

2. Untap all your tapped cards. 

3. Flip over the top card of your Neopet stack if you 

don’t already have 3 Neopets in play. Put it into one of the 
4 arenas tapped. 

4. Play cards and do things with your Neopets. You can 

do these things in any order. It’s okay to skip any of them 
or do any of them more than once. 

♦ Move 1 of vour untapped Neopets to a new arena by 
tapping it and moving it (and any Equipment that’s 
attached to it) from one arena to another. 

♦ Trade in 1 of vour untapped Neopets by tapping it, 
discarding any Equipment that’s attached to it, and 
returning it to the bottom of your Neopet stack 

(if it’s a Basic Neopet) or discarding it (if it’s an 
Experienced Neopet). Then flip over the top card of 
your Neopet stack and put it into an arena tapped. 

You don’t have to put the new Neopet in the same 
arena the old one was in. 

♦ Play cards from vour hand. Cards you can play 
from your hand are Experienced Neopet, Hero, 

Villain, Something Has Happened, Equipment, and 
Location cards. (How to play each of these cards 

is explained later.) 

♦ Start a contest with 1 or more of your untapped 
Neopets or Heroes. (How to do a contest is 
explained later.) 

5. Your turn is over when you don’t have anything else you 

want to do. a jt,, 
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Some cards and acuons 


Before Your Turn 

A card might tell you to do something before your turn. 
Do these things on your turn before you draw a card. 


These things tap your Neopet: 

♦ Putting it into an arena from your Neopet stack 

♦ Trading it in for a new Neopet from your Neopet stack 

♦ Moving it from one arena to another 

♦ Starting a contest with it 

Additionally, many cards require you to tap 1 of your Neopets 
in order to play them. If you need to tap a Neopet to play or 
use a card, it will say so in the text box. 


require you to tap your 
Neopets. To tap a card, 
turn it sideways. This 
shows you’ve used 
that card. You’ll have to 
wait until it untaps 
(straightens out) to use it 
again. This usually isn’t 
until your next turn. 















Parts of a Card 




Types of Cards 


Basic Neopet 


You play 1 Basic Neopet 
for free until you have 3 in 
Just flip over the top card 
Neopet stack and put it into an 
arena tapped. This is the 
type of card you 
from 















Experienced Neopet 


To play an Experienced Neopet, replace 1 of your Neopets in 
play with an Experienced Neopet of the same species. (Neopets 
species are listed on the keyword line.) The Experienced Neopet 
keeps any Equipment the original Neopet had, even if it couldn’t 
normally attach that Equipment. 



Put the old Neopet 
on the bottom of 
your Neopet Stack (if it’s a Basic 
Neopet) or discard it (if it’s an 
Experienced Neopet).The 
Experienced Neopet comes into 
play in the same arena the old 
Neopet was in and is tapped if 
the old Neopet was tapped. 



Hero 


To play a Hero, tap 1 of your 
untapped Neopets. Put the 
Hero untapped into that 
Neopet’s arena. The Hero can 
start or join contests and defeat 
Villains just like a Neopet. At 
the end of your turn, discard 
the Hero and any Equipment 
attached to it. 




Villain 



When you play a Villain, put it 
untapped into any arena that 
doesn’t already have a Villain 
in it. That Villain must be 
defeated in a special Villain 
contest (or leave the arena 
some other way) before any 
player can start a regular 
contest in that arena or play 
another Villain there. 



Equipment 


When you play an Equipment, 
choose 1 of your Neopets or 
Heroes and slide the Equipment 
card underneath it. The Equipment 
gives its bonuses to the Neopet 
or Hero it’s attached to for as 
long as it’s attached. 



Most Equipment cards require you to 
tap 1 of your Neopets to play them. 
You cah give the Equipment to the 
Neopet you tapped or to 1 of your 
other Neopets or Heroes. 












Location 


Location cards aren’t in the Neopets Base Set, but you will find 
them in future expansions. 

When you play a Location, put it into an arena. If there’s 
already a Location in that arena, discard the old one. 


Has Happened!™ 


There are 4 different arenas: strength (red), agility (blue), magic 
(yellow), and intelligence (green). When a contest is in an arena, 
use the stats on your cards matching that arena. 


show 


opponent, do 
and then 


Item 

You can play Item cards only 
during a contest. (Contests 
are explained later.) They look 
like Equipment cards, but 
you can’t give them to your 
Neopets or Heroes. 







Contests 

To start a contest, choose an arena where you have at least 
1 untapped Neopet or Hero. 

♦ Tap any number of untapped Neopets and Heroes you have 
in that arena. Each one you tap is in the contest. If the 
other player doesn’t have any Neopets or Heroes in that 
arena, you win the contest automatically. If the other player 
does have any Neopets or Heroes in that arena, all of them 
join the contest (whether they’re tapped or untapped) and 
become your Neopets’ and Heroes’ rivals. 

♦ Each player can play an Item. First, if you want to, you can 
put 1 Item from your hand face down. Then, if your opponent 
wants to, he or she can put 1 Item from his or her hand 
face down. (Your opponent can do this even if you choose 
not to, and once you pass you can’t change your mind after 
you see if your opponent plays one or not.) After both 
players have a chance to put an Item face down, those cards 
are revealed. Do anything the Item cards say to do. (The 
person whose turn it is goes first.) Most Items also add to 
your stat total in the next step. 

♦ Each of you rolls a die. If either of you rolls a 6, that player 
automatically wins. If you both roll a 6, roll again. If no one 
rolls a 6, each of you adds up: 

♦ the stat for that arena for each of your Neopets and 
Heroes in the contest (including any bonuses from 
Equipment), 

♦ any appropriate bonuses from your Item card, and 

♦ your die roll. 

The player with the highest total wins the contest. If the 
totals are tied, you and your opponent reroll and add 
everything up again. After you know who wins, any Item 
cards played get discarded. 






Example * 

You have a Blue 
Mynci (agility 8) in the 
agility arena. You tap it 
to start a contest 
Your opponent has a 
Green Acara (agility 7) 
in the agility arena, so 
it automatically joins 
the contest. Neither of 
you plays an Item. You 
each roll a die. You get 
a 3 and your opponent 
gets a 5. Your total is 
11 (8 + 3) and your 
opponent's is 12 (7 + 5). 
Your opponent wins the 
contest. 





















Example 2: 

You have a Green 
Acara (intelligence 5) 
and a Blue Scorchio 
(intelligence 5) in the 
intelligence arena. You 
tap them both. Your 
Scorchio also has a 
Warf (intelligence +2) 
attached to it. In the 
intelligence arena, your 
opponent has a Red 
Aisha (intelligence 7) 
and a Blue Mynci 
(intelligence 5). They 
both automatically join 
the contest. Each of 
you plays an Item. 

Yours (The Thieves' 
Code) gives +4 
intelligence and your 
opponent's (Beyond 
Neopia) gives +5 
intelligence. You both 
roll the dice. You get a 4 
and your opponent 
gets a 2. Your total is 20 
(5+ 5 + 2 + 4 +4) and 
your opponent's is 19 
(7 + 5 + 5 + 2). You win 
the contest. 













When you win a contest on your turn, 
you can do one of these two things: 

♦ Put 1 Item or Equipment card 
from your hand into your bank. 

If you have 21 or more points 
in your bank, you win! 

OR 

♦ Draw a card. 

If your opponent wins a contest on your turn, 
neither of you gets to bank or draw a card. 


i 


If any cards tell you to do something at the end of a contest 
or when a player wins or loses a contest, it happens after the 

chance for banking or drawing. 


Text on Items and Equipment applies only when you play 
them normally. It doesn’t apply when they’re banked 

unless it says so. 


You can’t start more than 1 contest per turn in the same arena. 
So if you have 2 untapped Neopets in the strength arena and 
you want to start a strength contest, you can choose to tap only 
1 of them. If you do that, then you can’t start another strength 
contest with the other one. So it’s usually a good idea to use 
all your untapped Neopets and Heroes in an arena in the contest 
(unless you want to tap them to play a card or move 
them later in your turn). 
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Contests against Villains 
If there is a Villain in an arena, neither player 
can begin a regular contest without first 
defeating the Villain in a special Villain contest 
(or making it leave the arena 
some other way). To defeat a Villain, just 
do a normal contest (tap at least 1 Neopet 
or Hero, play an Item if you want, roll a 
die, and add it all up), except: 

♦ the other player doesn’t roll a die 
or play cards; 

♦ if you win, the Villain’s owner 
discards it (you don’t get to bank or draw a card); and 

♦ a contest with a Villain doesn’t count toward 
your 1-contest-per-turn limit in the arena. 

Doing What Cards Say 

Sometimes cards will tell you to do something you can’t do. For 
instance, a card might say, “When you bank this card, choose 1 
of your opponent’s banked cards and discard it.” If your 
opponent doesn’t have any banked cards, just skip that 
instruction. This is different from cards that say you have to do a 
particular thing to use them. For instance, a card might say, “You 
may choose and discard a card in your hand to choose 1 of your 
opponent’s banked cards and discard it.” To use this ability, you 
have to discard a card from your hand. If you don’t have any 
cards in your hand, you can’t use the ability. 

Sometimes, one card will tell you to do something while another 
card says you can’t. Whenever this happens, the “can’t” always 
wins. 

Usually, the order things happen in doesn’t matter. But if it does, 
the person whose turn it is does all his or her things first. 






Running out of Cards 

It’s possible to run out of cards in your deck. If you have to draw 
a card from your deck and you don’t have any left to draw, you 
lose the game. 

Building Your Own Deck 

One of the most exciting parts of the Neopets TCG is building 
your own deck! You can find more cards to play with in Booster 
Packs or by trading with your friends. You can build your deck 
however you like, as long as you follow these simple rules: 

♦ Your deck must have at least 40 cards (none of which 
can be Basic Neopets). You must also have a Neopet 
stack of at least 10 Basic Neopets. 

♦ You can’t put more than 3 copies of any card in your 
deck or Neopet stack. 

It’s tricky to build a good deck. Here are some things to 
think about: 

♦ At least half of your deck should be cards you can bank 
(Items and Equipment). 

♦ Some cards require Neopets of a particular Faerie type 
to play. If you use these cards, make sure you put Basic 
Neopets that match them in your Neopet stack. Since you 
can have only 3 Neopets in play at a time, it’s a good idea 
to pick only a few different Faerie types. 

♦ If you are playing with Experienced Neopets, make sure 
you have enough Basic Neopets whose species match them. 

After you build your deck, play it a lot! Replace cards that don’t 
help you or that you can’t play very much. Keep playing your 
deck and making it better, and soon you’ll be able to take down 
your opponents. Remember, the best part of trading card games 
is the ability to put any card you want into your deck, so start 
experimenting! 
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Frequently Asked Questions 

Q: Why do some cards have Faerie symbols in the upper 
right corner? 

A: Most cards have one of the 6 Faerie types (Air, Dark, Earth, 

Fire, Light, and Water). You can also find a card’s Faerie type 
on the keyword line (under the card title). 

Q: Why do some cards have arrows in a circle in the upper 
right corner? 

A: Some cards require you to tap a Neopet in order to play them. « 
A card that requires you to tap a Neopet of a particular Faerie 
type shows “tapping” arrows circling around that Faerie 
symbol in the upper right corner. If you can tap any of your 
Neopets, the card shows empty “tapping” arrows. ^ ^ 

Q: Some Equipment cards have Faerie types. Can I give an 
Equipment to a Neopet or Hero if its Faerie type doesn’t 
match? 

A: Yes. If the Equipment says to tap a Neopet of a particular 
Faerie type to play it, you can tap that Neopet and give it 
to a different Neopet or Hero of any type. If the Equipment 
just says you need a Neopet of a particular Faerie type in play, 
you can give the Equipment to that Neopet or to a different 
Neopet or Hero of any type. (Some Equipment cards say you 
can attach them only to a particular Neopet or Hero, though.) ‘ 

Q: Lots of cards say I need a particular Neopet to use 
them. Do Heroes or Villains count as Neopets? 

A: No. Neopet is a card type that counts only Basic and < 

Experienced Neopets. Even though some Heroes and Villains 
look like Neopets, they are different than regular Neopets. 
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Q: Can a Neopet or Hero have more than 1 Equipment 
attached to it at a time? 

A: Yes. 

Q: Can I move an Equipment from 1 of my Neopets or 
Heroes to another? 

A: No. Once you attach an Equipment to a Neopet or Hero, 
it stays there until a rule or card effect moves it. 

Q: When 1 of my Neopets or Heroes leaves play, what 
happens to its Equipment? 

A: Unless the Neopet is being replaced (see the glossary), 
discard the Equipment. 

Q: Can I start a contest against a Villain that I played? 

A: Yes. In fact, you can’t start a contest in that arena 
against anything but the Villain. 

Q: Lots of cards say, “When this Neopet or Hero starts 
a contest....” Can I use them on my opponent’s turn? 

A: No. Your Neopets and Heroes “start a contest” only 
when you tap them to start a contest on your turn. 

Q: I have an Item that says I need a Neopet of a particular 
Faerie type to play it. Does the Neopet need to be in the 
contest I want to play the Item in? 

A: No. Unless the card says the Neopet needs to be in the 
contest, you just need to have the Neopet in any 1 of the 4 
arenas. 

Q: During a contest on my turn, I play an Item. Then 
my opponent plays an Item. Can I play another one? 

A: No. Each player can play only 1 Item per contest. 




Q: During a contest on my turn, I choose not to play an 
Item. Then my opponent does play an Item. Can I play 
one now? 

A: No. You can’t change your mind after seeing what your 
opponent does. 

Q: Both my opponent and I played Items that say they do 
something when they’re played. Which happens first? 

A: When more than one thing happens at once, the person 
whose turn it is does his or her things first. After he or she 
finishes, the other player does his or her things. 

Q: If the person whose turn it is does things first, doesn’t 
that mean Wand of Nova doesn’t work? Wand of Nova 
says, “When your opponent plays an Item in a contest 
this Neopet or Hero is in, you may choose a card from 
your hand and discard it to have that card do nothing 
and be discarded.” 

A: Sometimes individual cards break the rules in this rulebook. 
If a card says one thing and the rules say another, the card 
wins. Wand of Nova breaks the rule that the person whose 
turn it is does his or her things first. Wand of Nova’s effect 
happens right before your opponent’s Item would happen, 
stopping it. 

Q: When I play an Item in a contest that I have more than 
1 Neopet or Hero in, do the stat bonuses get added to 
each Neopet or Hero? 

A: No. Add stat bonuses to your total after you roll, not to 
any Neopet or Hero. 
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Q: Lots of cards let me roll extra dice or reroll in contests. 
What happens if I roll a 6? 

A: You win anytime you roll a 6, unless you and your opponent 
both roll at least one 6. If you both roll a 6, you both reroll 
for the whole contest. 

Q: Do I get to bank or draw a card for a contest I win on 
my opponent’s turn? 

A: No. That happens only when you win a contest on your turn. 

Q: Can I choose to bank the Item I played in the contest 
I won? 

A: No. The Item you played leaves your hand as soon as you play 
it in the contest. It goes to your discard pile after you compare 
totals but before you get a chance to bank or draw cards. 

Q: When I win a contest, can I bank an Item or Equipment 
with a Faerie type if none of my Neopets or Heroes in 
the contest matches the Faerie type? 

A: Yes. Faerie type doesn’t matter for banking cards. 

You don’t even need a matching Neopet in play. 

Q: Some Items and Equipment have effects that happen 
when they’re played. Does banking them count as 
playing them? 

A: No. Text on Items and Equipment doesn’t apply when they’re 
banked unless it says so. 

Q: Some cards say to do things at the end of a contest or 
when I win or lose a contest. When is that? 

A: That happens after the chance to bank or draw a card. 

Q: Can I start more than 1 contest on my turn? 

A: Yes. You can start 1 contest in each arena you have untapped 
Neopets or Heroes in. (Contests with Villains don’t count 

toward this limit.) 
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Glossary 


AGILITY 

One of the 4 arenas. When a Neopet, Hero, or Villain is in a contest in the 
agility arena, use its agility stat (in the blue box). 

ARENAS 

Where your cards are in play. There are 4 arenas: strength (red), agility 
(blue), magic (yellow), and intelligence (green). When there is a contest in % 

an arena, use the stat on your cards that matches that arena. 

ATTACH 

Give an Equipment to a Neopet or Hero by playing it from your hand or 
moving it horn somewhere else because of a card’s effect. The Equipment 
is “attached” to that Neopet or Hero. 

BANK 

An area between you and the arenas, next to your deck. When you win a 
contest on your turn, you may put 1 Item or Equipment from your hand 
into your bank. When you have 21 points in your bank, you win! 

BANKED 

What a card is when it is put into your bank either because you won a 
contest on your turn or because of a card effect. 

Basic Neopet 

A card type. You play 1 Basic Neopet each turn for free until you have 
3 in play. Just flip over the top card from your Neopet stack and put it into 
one of the arenas tapped. This is the only type of card you don’t 
play from your hand. 

CARD TYPE 

The first word on each card’s keyword line. The card types in the 
Base Set are: Basic Neopet, Experienced Neopet, Hero, Villain, Something 
Has Happened, Item, and Equipment. New card types, 
such as Locations, will appear in expansion sets. 

CONTEST • 

A competition involving Neopets, Heroes, or Villains. On each of your 
turns, you can start 1 contest in each arena you have untapped Neopets or 
Heroes in. See page 9 for more about contests. 




DECK 

Where you put all types of cards except Basic Neopets (which go in your 
Neopet stack). Each player has his or her own deck. After shuffling, you 
can’t look at the cards in your deck or in your opponent’s deck unless a 
card tells you to. See page 14 for how to build your own deck. 

DISCARD 

Put into a discard pile or on the bottom of a Neopet stack. To discard a 

* card, you remove it from play, a deck, a bank, or a hand. Then it goes to its 
owner’s discard pile (if it isn’t a Basic Neopet) or the bottom of its owner’s 
Neopet stack (if it is a Basic Neopet). 

DISCARD PILE 

J Where all discarded cards go, except Basic Neopets. It’s always face up, 
and either player can look at it whenever he or she likes. 

DRAW 

Put the top card of your deck into your hand. 

Equipment 

A card type. When you play an Equipment card, slide it under one of your 
Neopets or Heroes. The Equipment gives its bonuses to that Neopet or 
Hero as long as it’s attached. Instead of playing an Equipment, you can 
put it into your bank after winning a contest on your turn. A banked 
Equipment gives you points equal to the number inside the coin. 

Experienced Neopet 

A card type. To play an Experienced Neopet, replace one of your Neopets 
in play with an Experienced Neopet of the same species. The species is on 
the keyword line. The Experienced Neopet keeps any Equipment the old 
Neopet had. Put the old Neopet on the bottom of your Neopet deck (if it’s 
a Basic Neopet) or discard it (if it’s an Experienced Neopet).The 

# Experienced Neopet is tapped if the old Neopet was tapped. 


Faerie type 

Air, Dark, Earth, Fire, Light, or Water. If a card has a Faerie type, it’s 
on the keyword line (under the card title). There’s also a Faerie symbol in 




FLAVOUR TEXT 

Text that appears in italics at the bottom of some cards. Flavour text has 
no effect on game play—it’s just there for fun. 

HAND 

The cards you are holding but haven’t played yet. There is no limit to the 
number of cards you can have in your hand. You have a hand even if there 
are no cards in it, though. 

% 

Hero 

A card type. To play a Hero, tap one of your untapped Neopets. Put the 
Hero untapped into that Neopet’s arena. The Hero can participate in 
contests and defeat Villains just like a Neopet. At the end of your turn, 
discard the Hero and any Equipment attached to it. 

IN PLAY 

In an arena. Cards in your bank, hand, deck, Neopet stack, and discard 
pile aren’t in play. Neither are Something Has Happened cards or Items 
you play during a contest. 

INTELLIGENCE 

One of the 4 arenas. When a Neopet, Hero, or Villain is in a contest in the 
intelligence arena, use its intelligence stat (in the green box). 

ITEM 

A card type. You can play Item cards only during contests. Most Items 
give a stat bonus for a contest. Instead of playing an Item, you can put it 
into your bank after winning a contest on your turn. A banked Item gives 
you points equal to the number inside the coin. 

KEYWORD 

A word that appears on some cards after the card type. Other cards and 
the rules sometimes refer to keywords. * 

Location 

A card type. (Location cards aren’t in the Base Set, but you will find them 
in expansion sets.) When you play a Location, put it into an arena. If 
there’s already a Location in that arena, discard the old one. • 

MAGIC 

One of the 4 arenas. When a Neopet, Hero, or Villain is in a contest in 
the magic arena, use its magic stat (in the yellow box). 




MOVE 

Tap one of your untapped Neopets and put it (and any Equipment it has) 
in a new arena on your turn. 

Neopet stack 

Where your Basic Neopets go. Each player has his or her own Neopet 
stack. After shuffling, you can’t look at the cards in your Neopet stack or 
in your opponent’s Neopet stack unless a card tells you to. See page 14 for 
how to build your own deck and Neopet stack. 

Neopet 

Either a Basic Neopet or an Experienced Neopet. Even though some Heroes 
and Villains look like Neopets, they are different than regular Neopets. 

OWNER OF A CARD 

The player who started with that card in his or her deck or Neopet stack. 
Some effects let you change control of a card in play, but a card’s owner 
never changes. 

PLAY 

Use a card in your hand. You play most cards (Experienced Neopet, Hero, 
Villain, and Equipment cards) into the arenas. Follow the rules 
on how to play each card type. Even though you “play” Item cards and 
Something Has Happened cards, they’re never “in play.” Just do what they 
say and then discard them. Banking Items and Equipment doesn’t count 
as playing them. See also in play. 

POINTS 

What you get for banking Items and Equipment. You get points equal 
to the numbers in those cards’ coins. When you have 21 points in your 
bank, you win! 

REPLACE 

Put a new Neopet in the place of an old one. It’s as if the old Neopet turns 
into the new one. Put the new one into the same arena the old 
one was in. It keeps any Equipment the old one had, even if it couldn’t 
normally attach that Equipment. Put the old Neopet on the bottom of 
your Neopet stack (if it’s a Basic Neopet) or discard it (if it’s an Experienced 
Neopet). The new Neopet comes into play tapped if the old Neopet was 
tapped. See also trade in. 




RIVAL 

A Neopet, Hero, or Villain in a contest against your Neopets or Heroes. 

A Petpet (a type of Equipment) attached to a Neopet or Hero in 
a contest doesn’t count as a rival. 

Something Has Happened! ™ 

A card type. When you play a Something Has Happened card, you show it 
to your opponent, do what it says, and then discard it. 

SPECIES 

A word on the keyword line that comes after the card type (under the card 
title) on most Neopets, Heroes, and Villains. You can play an Experienced 
Neopet only by replacing a Neopet with a matching species. 


STATS 


Numbers on every Neopet, Hero, and Villain. There are 4 different stats: 
strength (red), agility (blue), magic (yellow), and intelligence (green). 
Equipment and other cards can change stats. For example, if a card says it 
gives M +3 to all stats” to one of your Neopets, it adds 3 to each of the stats 
printed on that Neopet. When a Neopet, Hero, or Villain is in a contest, it 
uses the stat that matches the arena it’s in. 

STRENGTH 

One of the 4 arenas. When a Neopet, Hero, or Villain is in a contest in the 
strength arena, use its strength stat (in the red box). 


TAP 


Turn sideways. Some cards and effects have you tap your Neopets. This 
shows that you’ve used those Neopets. You’ll have to wait until die Neopets 
untap (straighten) to use them again. That usually isn’t until your next turn. 

TRADE IN 

On your turn, tap one of your untapped Neopets, discard any Equipment 
it has, and return it to the bottom of your Neopet stack (if it’s a Basic 
Neopet) or discard it (if it’s an Experienced Neopet).Then flip over the 
top card of your Neopet stack and put it into an arena tapped. You don’t 
have to put the new Neopet in the same arena the old one was in. 



UNTAP 

Straighten. “Tap” means “turn sideways,” so to untap a card, you turn it back. 

Villain 

A card type. When you play a Villain, put it untapped into any arena 
that doesn’t already have a Villain in it. That Villain must be defeated in a 
special Villain contest (or leave the arena some other way) before any player 
can start a regular contest in that arena or play another Villain there. 


Starter Set Decklists 


Deck A Deck B 


1 

Blue Scorchio 

• 

1 

Blue Mynci 

0 

1 

Green Acara 

• 

1 

Red Aisha 

• 

1 

Red Korbat 

0 

1 

Yellow Eyrie 

• 

3 Asparagus 

• 

1 

Air Faerie Token 

♦ 

3 

Chokato 

• 

2 

Beyond Neopia 

• 

2 

Bubble Gun 

• 

2 

Defence Shield vl.O 

• 

1 

Dark Faerie Token 

♦ 

1 

Earth Faerie Token 

♦ 

1 

Fire Faerie Token 

♦ 

2 

Elixir of Thieves 

• 

1 

Magic Lottery Ticket 

★ 

2 

Hasee 

• 

2 

Moon Charm 

• 

2 

Ice Scimitar 

• 

2 

Potion of Strength 

• 

2 

Illusen’s Charm 

• 

2 

Shadow Breeze 

• 

1 

Kauvara’s Potion 

★ 

3 Starberry 

• 

1 

Light Faerie Token 

♦ 

2 

The Thieves’ Code 

• 

3 

Pinanna 

• 

2 

Warf 

• 

3 

Potatoes 

• 

1 

Water Faerie Token 

♦ 

2 

Potion of Speed 

• 

2 

Wooden Blocking Shield • 

3 

Usica Berries 

• 
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